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What is OOBE?
One method that explores the initial impressions made
during a user’s first interaction with a product has been
termed the “out-of-box experience”, or OOBE (Gilbert,
Sangwan, & Ian, 2005).
The OOBE technique typically measures first impressions of
the following processes:
Packaging 
Investigation
Unboxing
Setup/
Configuration
Initial Use
Sensory cues like the look and feel of a
product’s packaging and components
can set user expectations
Opening a package, seeing what is first
available, viewing how the contents
are arranged, and removing contents
Gathering materials needed for using
the product, assembling the product,
and reviewing help documentation
Interacting with the product’s features
and capabilities, ability to access all of
the product’s available functions
Importance of OOBE
growth rate of YouTube’s
unboxing genre since 2010
fewer product returns and calls to customer
helplines, increase in positive interactions with product
increased sales
and popularity
product usage
& brand loyalty
users are less sensitive to
prices & competitive products
Method
Participants
4 males, 2 females; Ages: 19 – 22
3 casual, 3 experienced players
(based on frequency of board game play, types of
games played, and self-reported experience level)
Measures
• Net Promoter Score (NPS)
• Points of Delight
• Points of Frustration
Materials
Published by Blue Orange Games, Photosynthesis is a strategy
board game that allows 2-4 players to play as different species of
trees that plant seeds and grow trees to compete for the sun’s energy.
Procedure
The above measures were taken during the following stages:
Unboxing Setup Initial Play Disassembly
Results
OOBE Stage Points of Delight/Frustration
Unboxing • Attractive art style
• Confusion about storage wells
• Confusion about initial French instructions
Setup • Tedious, time-consuming assembly
• Confusing piece-placement instructions
Initial Play • Helpful diagram in instruction booklet
• Lack of clarity for game rules
• External sources used to supplement rules
Disassembly • Assumed easier setup for future use
• Confusion about how to organize pieces
• Confidence
• Difficulty
• Adjectives (MPRC)
First impressions Final impressions
Results cont.
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Conclusions
• The OOBE technique can be used with board games to
explore a game’s quality, clarity of rules and instructions,
perceived complexity, ease of use, and overall impressions
• Experienced board game players find unboxing and
playing games for the first time easier than casual players
• Casual players are less confident in their ability to grasp
the mechanics of a new game during initial play
References
Attia, P. (2016, January 21). The full history of board games. Medium. Retrieved from https://medium.com/swlh/the-full-history-of-board-games-5e622811ce89
Booth, P. (2015). Game play: paratextualityin contemporary board games. Bloomsbury Publishing USA.
Chircop, D. (2016). An Experiential Comparative Tool for Board Games. Replay, 3(1), 11-28.
Costikyan, G. (2013). Uncertainty in games. MitPress.
Costikyan, G. (2009, January). Europa universalis. In Well Played 1.0 (pp. 53-61). ETC Press.
Craig, D., & Cunningham, S. (2017). Toy unboxing: living in a(n unregulated) material world. Media International Australia, 163(1), 77-86. 
Gilbert, A. L., Sangwan, S., & Ian, H. H. M. (2005). Beyond usability: The OoBEdynamics of mobile data services markets. Personal and Ubiquitous Computing, 9(4), 198-208. 
Griepp, M. (2017, July). Hobby games market over $1.4 billion. ICV2. Retrieved from https://icv2.com/articles/news/view/38012/hobby-games-market-over-1-4-billion
Ketola, P. (2006, March). On out-of-box experience and online support. In J. Seton (Chair), 20th international symposium on human factors in telecommunication. Symposium conducted at the meeting of Sophia-Antipolis, France.
Knizia, R. (2010). Dice games properly explained. Blue Terrier Press.
Michalco, J., Simonsen, J. G., & Hornbæk, K. (2015). An exploration of the relation between expectations and user experience. International Journal of Human-Computer Interaction, 31(9), 603-617. 
Serif, T., & Ghinea, G. (2005). HMD versus PDA: A comparative study of the user out-of-box experience. Personal and Ubiquitous Computing, 9(4), 238-249. 
Solaro, J. (2011). The kinectdigital out-of-box experience. IEEE Computer, 44(6), 97-99.
Sundar, A., & Noseworthy, T. J. (2016). Too exciting to fail, too sincere to succeed: The effects of brand personality on sensory disconfirmation. Journal of Consumer Research, 43(1), 44-67. 
The researchers would like to extend a special thank you to the ERAU Office of Undergraduate Research for funding our project through the Spark Grant.
